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Mobian Adventurers 


Characterized as beastfolk or mythical creatures 
possessing a wide range of species and colors, mobian 
characters exist within the realm of mobius. Numerous 
character races found in Dungeons & Dragons media 
could be classified as mobian adventurers, yet this book 
emphasizes only three unique options. Here you will 
find these race options for Dungeon Masters who wish 
to implement the realm of mobius into their Dungeons 
@ Dragons, fifth edition campaign settings. 


What is Mobius 


The realm of mobius is one of exciting adventure and 
the evolving relationship between nature and industry. 
It is orbited by a lush moon, referred to by the locals as 
the miracle planet, which appears in the night sky for 
only about three days out of every month. 

Throughout most of its recorded history, mobius has 
been a beautiful and unspoiled world. However, since 
the rise of modern society and coming of the chaos 
emeralds, the latter has struggled to remain true. 

Nevertheless, mobius remains a near idyllic world 
cast in ecological and industrious harmony. 


Mobius is comparable in size to earth, characterized by 
various vast continents, floating isles, and ancient 
political factions with timeless riveralies. 

Consider the following features of mobius and how 
you can apply the setting within your own games: 


Mobius Is Vast. Mobius is home to various zones 
which deviate from lush, green forests, bustling cities, 
and uninhabitable deserts. Encourage exploration. 

Mobius Is Ancient. Although its origins are shrouded 
in tangled mysteries, it is without question that mobius 
is an ancient world filled with secrets. 

Mobius Holds Power. Strange and esoteric antiquites 
from long ago can be found all throughout mobius. 


Mobian Origins 

Mobians often inhibit the plane of mobius, but on 
extremely rare occasions, they may find themselves in 
another world all together. The Mobian Origins table 
presents a number of suggestions for your mobian 
characters and their unique origins. 


Mobian Origins 


ds SUGGESTED ORIGINS 


2 You've been summoned to another world by a 
powerful wizard in search of a great hero. 


4 In an attempt to harness chaos energy, you were 
unintentionally warped across space and time. 


8 You were exposed to an ancient gene-bomb. 


Personalizing Mobians 


Mobian characters can also be cosmetically classified 
as numerous races found across Dungeons & Dragons. 
The possibilities for how you might cosmetically 
personalize your mobian race are endless. 

The Personalizing Mobian Races table below 
provides a myriad of example mobians characters in 
addition to their Dungeons & Dragons equivalents and 
sources. 


With approval from your Dungeon Master, you might 
also consider modifying the traits of any given race to 
better suit the mobian character you're building. 


Personalizing Mobian Races 


MoBIAN RACE SOURCE 


Bullfrog Grung, Locathah OGA, LR 
Dragon Dragonborn PHB, FTD 
Ancestries 


Goat Centaur, Satyr GGR, MOT 
Insectoid Fairy, Simic Hybrid WBW, GGR 
n> eonin, Tabaxi OT, VG 


Rabbit Harengon WBW 


Shark Merfolk, Triton PS:Z, VGM 


Buffalo Minotaur GGR 


New Race Options 


This book features numerous new mobian race options 
for your player characters in Dungeons & Dragons. 


Ability Score Increases 
When determining your mobian character’s ability 
scores, increase one of those scores by two and another 
score by one, or increase three different scores by one. 
Follow this rule regardless of the method you use to 
determine your ability scores. 

Whichever scores you decide to increase, none of 
your ability scores can be raised above twenty. 


Creature Type 

Every creature in Dungeons & Dragons, including each 
player character, has a special tag in the rules that 
identifies the type of creature they are. Most player 
characters are of the Humanoid type. 

Here's a list of the game's creature types in 
alphabetical order: Aberration, Beast, Celestial, 
Construct, Dragon, Elemental, Fey, Fiend, Giant, 
Humanoid, Monstrosity, Ooze, Plant, Undead. 

These types don't have rules themselves, but some 
rules in the game affect creatures of certain types in 
different ways. For example, the cure wounds spell 
doesn't work on a Construct or an Undead. 


Height and Weight 


Player characters, regardless of race, typically fall into 
the same ranges of height and weight that humans. 
Should you'd like to determine your character's height 
or weight randomly, consult the Random Height and 
Weight table within the Player's Handbook, and choose 
the row in the table that best represents the build you 
imagine for your character. 


Languages 

Your mobian character can speak, read, and write 
common and one additional language that both you 
and your Dungeon Master agree is appropriate for the 
character you are attempting to build. 


Armadillo Traits 


You have the following racial traits. 

Creature Type. You are a Humanoid. 

Size. You are Medium or Small. You choose your 
size when you select this race. 

Speed. Your walking speed is 30 feet. 

Natural Armor. Your shell provides you a base AC of 
17 (your Dexterity modifier doesn't affect this number). 
You can't wear light, medium, or heavy armor, but if 
you are using a shield, you can apply the shield's 
bonus as normal. 

Powerful Build. You have proficiency in the Athletics 
skill, and you count as one size larger when 
determining your carrying weight and the weight you 
can push, drag, or lift. 

Rolling Spin. You can curl into a ball by using five 
feet of movement. Until you uncurl, ranged attack rolls 
against you have disadvantage, you have advantage on 
Dexterity saving throws, and the only action you can 
take is a bonus action to accelerate or uncurl. 

Zonerunner. As a bonus action, you can instantly 
accelerate forward a number of feet equal to five times 
your proficiency bonus, without provoking attacks of 
opportunity. You can do so only if your speed is 
greater than 0 on your turn. 

You can do so a number of times equal to your 
proficiency bonus, and you regain all expended uses 
when you finish a long rest. 


Badger Traits 
You have the following racial traits. 

Creature Type. You are a Humanoid. 

Size. You are Medium or Small. You choose your 
size when you select this race. 

Speed. Your walking speed is 30 feet. 

Cunning Artisan. As part of a short rest, you can 
harvest bone and hide from a slain Beast, Construct, 
Dragon, Monstrosity, or Plant creature of size small or 
larger to create one of the following items: a shield, a 
club, a javelin, or 1d4 darts or blowgun needles. 

To use this trait, you need a blade, such as a dagger, 
or the appropriate artisan's tools, such as 
leatherworker's or woodcarver’s tools. 

Never Disarmed. You are proficient with improvised 
weapons. The damage die for any improvised weapon 
attack you make becomes a d6 if it would be lower. 

Bestial Instincts. You have proficiency in one of the 
following skills of your choice: Acrobatics, 


Athletics, Intimidation, or Survival. 
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Bat Traits 


You have the following racial traits. 

Creature Type. You are a Humanoid. 

Size. You are Medium or Small. You choose your 
size when you select this race. 

Speed. Your walking speed is 30 feet. 

Flight. Thanks to your wings, you have a flying speed 
equal to your walking speed. You can't use this flying 
speed if you're wearing medium or heavy armor. 

Echolocation. While you are not deafened, you can 
use your bonus action to gain blindsight until the end 
of your turn, out to a range of 30 feet. 

You can do so a number of times equal to your 
proficiency bonus, and you regain all expended uses 
when you finish a long rest. 

Treasure Sense. You are capable of pinpointing, by 
scent alone, the location of precious metals and stones, 
such as coins and gems, within 60 feet of you that isn't 
protected from divination magic. This sense doesn't tell 
you anything about the condition or worth. 


e 
Chameleon Traits 
You have the following racial traits. 

Creature Type. You are a Humanoid. 

Size. You are Medium or Small. You choose your 
size when you select this race. 

Speed. Your walking speed is 30 feet. 

Darkvision. You can see in dim light within 60 feet of 
you as if it were bright light and in darkness as if it 
were dim light. You cannot discern colors. 

Spider Climb. You have a climbing speed equivalent 
to that of your common walking speed. 

In addition, upon reaching third level, you can move 
up, down, and across vertical surfaces and upside down 
along ceilings, leaving your hands free. 

Camouflage. You have proficiency in Stealth. 

Snagging Tongue. As an action you can retrieve an 
item with your tongue, weighing 10 pounds or less, that 
isn't being worn or carried from as far as 15 feet away. 

Chromatic Disguise. As a bonus action, you can 
turn invisible until the start of your next turn or until 
you attack, make a damage roll, or force a creature to 
make a saving throw. 

Once you use this trait, you cannot do so again until 
you complete a short or long rest. 


Echidna Traits 


You have the following racial traits. 

Creature Type. You are a Humanoid. 

Size. You are Medium or Small. You choose your 
size when you select this race. 

Speed. Your walking speed is 30 feet. 

Archaic Instincts. You have proficiency in one of the 
following skills of your choice: Arcana, History, 
Perception, or Religion. 

Treasure Sense. You are capable of pinpointing, by 
scent alone, the location of precious metals and stones, 
such as coins and gems, within 60 feet of you that isn't 
protected from divination magic. This sense doesn't tell 
you anything about the condition or worth. 

Gliding Fall. When you fall, you can use your 
reaction to slow your descent. Your rate of descent 
slows to 60 feet per round until the start of your next 
turn, taking no damage and landing on your feet. 

Shovel Claws. You have a climbing speed equivalent 
to that of your common walking speed. 

In addition, you are can burrow through a 5-foot cube 
of loose earth, depositing the soil 5 feet away. 


Fox Traits 
You have the following racial traits. 

Creature Type. You are a Humanoid. 

Size. You are Medium or Small. You choose your 
size when you select this race. 

Speed. Your walking speed is 30 feet. 

Bushy Tail. You can use your tail to make an 
unarmed strike. If you hit, the strike deals 1d4 + your 
Strength modifier bludgeoning damage. 

Immediately after you hit a creature with a melee 
attack as part of the attack action on your turn, you can 
use a bonus action to attempt to push that target with 
your tail. The target must be within 5 feet of you and 
no more than one size larger than you. 

Unless it succeeds on a Strength saving throw against 
a DC equal to 8 + your proficiency bonus + your 
Strength modifier, you can push it up to 10 
feet away from you. 

Mechanical Savant. You know the mending cantrip. 
Starting at 3rd level, you can cast the identify spell with 
this trait, without requiring material components. Once 
you cast that spell with this trait, you can't do so again 
until you finish a long rest. You can also cast it using 
any spell slots you have of Ist level or higher. 

Intelligence, Wisdom, or Charisma is your casting 
ability for these spells when you cast them with this 
trait (choose when you select this race). 

Bestial Instincts. You have proficiency in one of the 
following skills of your choice: Acrobatics, 

Athletics, Intimidation, or Survival. 


Hedgehog Traits 
You have the following racial traits. 

Creature Type. You are a Humanoid. 

Size. You are Medium or Small. You choose your 
size when you select this race. 

Speed. Your walking speed is 35 feet. 

Nimble. You can move through the space of any 
creature that is of a size larger than yours. 

Spiny Quills. Your body is covered in thick spines and 
quills. When you start your turn grappling a creature or 
grappled by a creature, it takes 1d6 piercing damage. 

Rolling Spin. You can curl into a ball by using five 
feet of movement. Until you uncurl, ranged attack rolls 
against you have disadvantage, you have advantage on 
Dexterity saving throws, and the only action you can 
take is a bonus action to accelerate or uncurl. 

Zonerunner. As a bonus action, you can instantly 
accelerate forward a number of feet equal to five times 
your proficiency bonus, without provoking attacks of 
opportunity. You can do so only if your speed is 
greater than 0 on your turn. 

You can do so a number of times equal to your 
proficiency bonus, and you regain all expended uses 
when you finish a long rest. 
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Squirrel Traits 
You have the following racial traits. 

Creature Type. You are a Humanoid. 

Size. Your size is Small. 

Speed. Your walking speed is 30 feet. You have a 
climbing speed equal to your walking speed. 

Screwball Squirrel. You can add your proficiency 
bonus to your initiative rolls. 

Bestial Instincts. You have proficiency in one of the 
following skills of your choice: Acrobatics, 
Athletics, Intimidation, or Survival. 


Grounded Squirrel 
You gain these additional traits. 

Bushy Tail. You can use your tail to make an 
unarmed strike. If you hit, the strike deals 1d4 + your 
Strength modifier bludgeoning damage. 

Immediately after you hit a creature with a melee 
attack as part of the attack action on your turn, you can 
use a bonus action to attempt to push that target with 
your tail. The target must be within 5 feet of you and 
no more than one size larger than you. 

Unless it succeeds on a Strength saving throw against 
a DC equal to 8 + your proficiency bonus + your 
Strength modifier, you can push it up to 10 
feet away from you. 


Flying Squirrel 
You gain these additional traits. 

Gliding Fall. When you fall, you can use your 
reaction to slow your descent. Your rate of descent 
slows to 60 feet per round until the start of your next 
turn, taking no damage and landing on your feet. 


Ursine Traits 


You have the following racial traits. 

Creature Type. You are a Humanoid. 

Size. Your size is Medium. 

Speed. Your walking speed is 30 feet. You have a 
climbing speed equal to your walking speed. 

Claws. You have claws that you can use to make 
unarmed strikes. When you hit with them, the strike 
deals 1d6 + your Strength modifier slashing damage, 
instead of the bludgeoning damage normal for an 
unarmed strike. 

Long-Limbed. When you make a melee attack on 
your turn, your reach for that attack is 5 feet 
greater than it normally would be. 


Black Bear 


You gain these additional traits. 

Darkvision. You can see in dim light within 60 feet of 
yourself as if it were bright light and in darkness as if it 
were dim light. You discern colors as shades of gray. 

Sneaky. You are proficient in the Stealth skill. In 
addition, without squeezing, you can move through a 


space large enough for a Small creature. 


Grizzly Bear 
You gain these additional traits. 

Powerful Build. You have proficiency in the Athletics 
skill, and you count as one size larger when 
determining your carrying weight and the weight you 
can push, drag, or lift. 


Panda Bear 
You gain these additional traits. 

Ursine Serenity. You have advantage on saving 
throws you make to avoid or end the charmed or 
frightened conditions on yourself. 


Polar Bear 
You gain these additional traits. 

Hyperborean. You have resistance to cold damage, 
and you are naturally adapted to cold climates. 


Wolf Traits 


You have the following racial traits. 

Creature Type. You are a Humanoid. 

Size. You are Medium or Small. You choose your 

size when you select this race. 

Speed. Your walking speed is 35 feet. 

Bite. You have fangs that you can use to make 
unarmed strikes. When you hit with them, the strike 
deals 1d6 + your Strength modifier piercing damage, 
instead of the bludgeoning damage normal for an 
unarmed strike. 

Bestial Instincts. You have proficiency in one of the 
following skills of your choice: Acrobatics, 

Athletics, Intimidation, or Survival. 

How/l of the Pack. As a bonus action, you let out a 
howl at your enemies within 10 feet of you. Until the 
start of your next turn, you and your allies have 
advantage on attack rolls against any of those enemies 
who could hear you. 

You can use this trait a number of times equal to 
your proficiency bonus, and you regain all expended 


uses when you finish a long rest. 


Subclass: Oath of the Wind 


Paladins of the Oath of the Wind fight against dark 
forces by emulating the natural elemental itself: free, 
unpredictable and fast. To the innocent you bring the 
comfort of the gentle breeze, and to the wicked you 
bring the devastation of the hurricane. 


Tenets of the Wind 


Be Fast. One cannot grow while stuck in their own 
little spot. Travel the world and learn all you can along 
the way. Adventures are the best way to grow. 

Be Free. You have no master other than the wind 
which howls past your ears and beyond the horizon. 

Be Fierce. To encroach on another's freedom is an 
unforgivable sin. When evil shows itself, you will 
be there to stand against it, always. 


Oath Spells 


You gain oath spells at the paladin levels listed. 


Oath of the Wind Spells 


LEVEL 


SPELLS 


Blur, Gust of Wind 


L 


Channel Divinity 
3rd-level Oath of the Wind feature 


When you take this oath at 3rd level, you gain the 
following two Channel Divinity options. 


Sonic Wind. As a bonus action, you call upon the 
howling winds to guide you. For the next minute, you 
increase your base movement speed by 20 feet, gain 
immunity to falling damage and can add a bonus equal 
to your Charisma modifier to any Strength (Athletics) 
or Dexterity (Acrobatics) checks you make. 

Homing Attack. Immediately after you deal damage 
to a creature with your Divine Smite feature, you can 
use your Channel Divinity as a bonus action to move 
up to half of your movement speed towards another 
creature you can see and make an attack. 


Aura of Velocity 
7th-level Oath of the Wind feature 


While you’re not incapacitated, you and creatures of 
your choice within 10 feet of you can move along 
vertical surfaces and across liquids without 
falling during the move. 

When you reach 18th level in this class, the aura 
affects creatures within 30 feet of you. 


Free Spirit 
15th-level Oath of the Wind feature 


Your long and high jump distances are doubled, and 
standing up from prone does not cost you any 
movement. Moreover, you can add your Charisma 
modifier to your initiative rolls. 


Knight of the Wind 


20th-level Oath of the Wind feature 


You embody what it is to be free. You can use your 
action to gain the following benefits for 1 minute: 


e You have Immunity to thunder damage. 

e You can take the Dash or Disengage action as a 
bonus action on each of your turns. 

e When you are subjected to an effect that allows 
you to make a Dexterity saving throw to take only 
half damage, you instead take no damage if you 
succeed on the saving throw, and only half 
damage if you fail. 


Once you use this feature, you cannot use it again until 
you successfully finish a long rest. 


New Artifact: Chaos Emerald 


Chaos Emerald 


Wondrous Item, Artifact 


Chaos emeralds are ancient relics that possess magical 
properties. Each emerald fits in the hand and contains 
unlimited amounts of highly potent and powerful 
chaos energies that is rumored to grant life. 

They appear in the following colors; green, red, blue, 


yellow, purple, turquoise and white. 
Using a Chaos Emerald. While carrying an emerald, a 
creature can use its action to do one of the following: 


Mystic Conduit 


When you cast a spell of Ist level or higher, you can 
siphon chaotic energies from the emerald to empower 
your magic. The spell takes effect, without requiring 
the usance of an appropriate spell slot or any 
additional material components. 


Control Chaos 

You temporarily exert control over the concepts of time 
and space. The flow of time comes to a brief halt for all 
creatures aside from yourself. For what you perceive to 
be approximately six seconds, you may move and act 
normally, but take no additional actions. 


Once a chaos emerald has been used, its color fades 
and it cannot be used again until the next dawn. 

The chaos emeralds can never be destroyed, although 
they can be momentarily shattered. Each emerald has 
an Armor Class of (20) twenty, a single hit point, and 
immunity to all damage except that which is dealt by a 
chaos power. Emeralds are reduced to (1d4 + 1) shards 
once they are fractured. Returning these individual 
shards together restores the chaos emerald. 


Dreamcaster. While all seven chaos emeralds are in 
the grasp of a single creature, they can use their action 
to achieve perfect chaos, cloaking them in an amber 
aura of chaos for the following minute. 

For this duration, they are resistant to all damage and 
have advantage on all ability checks, attack rolls, and 
saving throws. Additionally, they can cast the wish spell 
once, without expending a spell slot. 

Once the chaos emeralds have been used in this way, 
their color fades as they are magically spirited across 
the realm to unforeseeable locations, and cannot be 
used again until seven days have passed. 


Chaos Powers 


Esoteric abilities that manipulate chaos energy in 
various ways, chaos powers require a magical link toa 
preexisting object before they can be performed, such 
as a chaos emerald, for example. 

Once exposed to the forces of chaos, characters learn 
two chaos powers of their choice from the list below. 
Characters can learn additional powers by selecting the 
chaos control feat when they reach a level in their class 
that grants the Ability Score Improvement feature, or 
by further interacting with chaos items. 


Using Chaos Powers 

As an action whiling holding a magical item which 
radiates chaos, a character may declare the power they 
wish to use, and attempt an chaos check. Add a bonus 
to the result of the rolled d20, as shown on the table 
below. If the roll is failed, there is no effect. If the roll is 
successful, consult the particular chaos power to 


determine the results that will occur. 

Whenever a character rolls the maximum on a die 
for damage, they then can roll that die again and add 
the rolled result to the original number. 


Once you attempt a chaos power, you cannot do so 
again until you complete a long rest, regardless of 
whether or not the power actually took effect. 

Alternatively, you can attempt to use subsequent 
chaos powers, suffering one level of exhaustion on a 
successful chaos check or two levels of exhaustion 
on a failed chaos check. 


Chaos Power Bonus 


CHaAos BONUS 


ITEM RARITY EXAMPLE ITEM 


Very Rare Chaos Drives +8 


Immediate 
Success 


Artifact Chaos Emeralds 


New Feat: Chaos Control 


Prerequisite: The ability to use at least one chaos power 


You've evolved an innate sense for magical objects 
which radiate chaotic energies. You gain proficiency 
with chaos checks and you learn a single chaos power 
of your choice from the following list. 

Whenever you gain a level, you can replace the chais 
power with another one from the following list. 


List of Chaos Powers 


DESCRIPTION 


CHAOS POWER DC 


/ of Light 


Chaotic Burst 10 


Displace creatures around you 


Chaotic Rift 20 Tear open untold energies 


Place hidden motes of chaos 


Roaming Chaos 15 


Arrow of Light 
Difficulty Class Minimum: 15 
Chaos Power Range: 120 Feet 


You release an arrow of shining light which strikes one 
creature you can see within range. Assuming the power 
is successful, the target takes 6d6 radiant damage. 

You then may choose to teleport to an unoccupied 
space upon or adjacent to the arrows chosen path. 


Chaotic Burst 
Difficulty Class Minimum: 10 
Chaos Power Range: Self (30-foot radius) 


Assuming the power is successful, choose a number of 
creatures you can see within range and alternate each 
of their locations. This movement does not prove 
attacks of opportunity from hostile creatures. 

You then may choose to vanish, as though invisible. 
You remain hidden until the end of your next turn. 


Chaotic Lance 
Difficulty Class Minimum: 15 
Chaos Power Range: 60 Feet 


You drive 2d4 arcs of chaotic energy towards a number 
of creatures you can see within range. Assuming the 
power is successful, the targets take 2d6 force damage 
and cannot move until the start of your next turn. 


Chaotic Rift 
Difficulty Class Minimum: 20 
Chaos Power Range: 120 Feet 


Tearing open a rift between world, you expose 
creatures to untold chaotic energies. Assuming the 
power is successful, choose 1d4 + 1 creatures you can 
see within range. Each creature of your choice is 
stunned until the end of your next turn. 


Overload 
Difficulty Class Minimum: 20 
Chaos Power Range: Self (30-foot radius) 


You unleash a wave of radiating chaotic energies which 
strike against creatures of your choice within range. 
Assuming the power is successful, each target of your 
choice takes 4d8 force damage and fall prone. 

You may then choose to teleport to an unoccupied 
space adjacent to a creature within range. The chaos 
spreads around corners and destroys nonmagical 


objects that are not being worn or carried. 


Roaming Chaos 
Difficulty Class Minimum: 15 
Chaos Power Range: 120 Feet (15-foot radius) 


Assuming the power is successful, you obscure a mote 
of chaotic energies at a point within range. Anytime 
within the following ten minutes, you may choose to 
unleash the power of this mote. Each target takes 8d6 
force damage and is pushed up to 15 feet away from 
the mote. After which the mote disappears. 

During the course of these ten minutes, you may 
choose to move the mote to an unoccupied space 
within 15 feet of the original location. The chaos 
spreads around corners and destroys nonmagical 
objects that are not being worn or carried. 


Shield of Light 
Difficulty Class Minimum: 10 
Chaos Power Range: 60 Feet 


You construct a barrier of radiance, ensnaring a single 
target you can see within range. Assuming the power is 
successful, you may then choose to forcefully move the 
target to an unoccupied space within range. If the 
target would strike a creature, the target and what it 
strikes each take 4d6 bludgeoning damage. 


Adventure Options 


This section provides options for existing rules and the 
present systems, that encourage unique experiences. 


Dropping Rings 

Within the world of mobius, characters make a 
collection of gold rings in replace standard coinage. 
When you would be reduced to 0 hit points, but not 
killed outright, you may choose to sacrifice your cache 
of rings to drop to 1 hit point instead. 


Race Against the Clock 


Dungeon Masters who wish to truly challenge their 
players may take interest in this option. Consider using 
an hourglass or other time keeping device at the table. 
Characters may only have so long to escape the 
collapsing ruins or board the ship. 

Alternatively, whenever the clock would strike zero, 
consider adding an additional complication to the task 
before flipping the hourglass over once again. 


Character Drives 


Choose four drives when you build your character. 
When you fulfill a chosen drive, strike it out, and gain 
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inspiration. When your four drives are all struck out, 


choose four new drives to follow. 
If a drive is not featured on this list, work with your 
Dungeon Master to create a new drive. 


QO) Effortlessly win a foot race 

Q) Destroy one of Eggman's creations 

QO) Escape from a military pursuit in style 

Q) Befriend a helpless animal 

O) Save a village from Eggman's creations 
Q) Prevent a chaos emerald from being stolen 
Q) Uncover an ancient ruin thought lost to time 
Q) Travel across an entire zone on foot 

Q) Gather all seven chaos emeralds 

Q) Amass a hoard of gold rings 

Q) Pull off an insane flight maneuver 

Q) Protect wild animals from harm 

Q) Take a photograph at a famous location 
Q) Discover a secret passageway 

Q) Lead an army into battle 

QO) Create a clever nickname for an enemy 
Q) Defeat your arch nemesis in battle 

Q) Sample the cuisine of a village 

Q) Travel to a mysterious place 

Q) Break your own personal record 

QO) Destroy one of Eggman’s factories 

Q) Defeat an enemy all by yourself 

QO) Battle atop a massive airship 

QO) Retrieve a powerful magic item 

Q) Invite your rival to join your team 

QO) Completely redesign your costume 

QO) Relive a past adventure with an old enemy 
QO) Gamble away your gold rings in a casino 
QO) Stop someone from being irrational 

QO) Explore and escape a labyrinth 

Q) Ride an aircraft, from the outside 

Q) Craft a mechanical contraption 

Q) Learn about an extinct culture 

Q) Have a conversation with a robot 

QO) Choose between good and evil 

QO) Battle against a giant beast 

Q) Destroy a chaos emerald 

QO) Explore an abandoned research facility 
QO) Help rebuild a village after an attack 

Q) Change sides at the last moment 

QO) Join forces with enemies to battle a greater foe 
Q) Snowboard somewhere without a board 
QO) Save a friend from an attack 
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